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COVID-19 mengharuskan masyarakat untuk tetap bekerja dalam kondisi yang terbatas, 
seprti bekerja dari rumah atau work from home (WFH). Dengan demikian masih 
banyak perusahaan teknologi yang dapat beroperasi secara normal disaat pandemi 
berlangsung. Penulis bekerja sebagai 3D Artist yang fokus merancang 3D environment 
dalam proyek video game di Anoman Studio. Penulis menggunakan game engine 
Unreal Engine 4 dan berhasil dalam membuat sebuah environment yang cocok dengan 
tema survival crafing games.  
 














COVID-19 requires people to continue working in limited conditions, such as working 
from home or work from home (WFH). Thus, there are still many technology companies 
that can operate normally during the pandemic. The author works as a 3D artist who 
focuses on designing a 3D environment in a video game project at Anoman Studio. The 
author uses the Unreal Engine 4 game engine and is successful in creating an 
environment that fits the theme of survival drafting games. 
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